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From  The  Ranch 

Read  All  About  Me 


Everyday  some  know-it-all  reminds 
the  internet  is 


other  people  are  right 
up  and  add  to  it.  Being 


rat  I  too  have  walked  a  bit  on 


web  sites  about  your  work  in  comics 
and  entertainment.  It’s  all  there  for  the 
taking.  All  you  have  to  do  is  make  like 
Conan  the  Barbarian  and  take  it. 

One  of  the  n 


informative,  and  entertaining 
intercourse  on  an  intellectual  level  with 
the  info-hungry  audience  that  seeks 


about  your  comic  book  and  your  work. 


2.  Project  the  right  image.  You  want  a 
well  designed,  professional,  clear 
meaning  newsletter  to  convey  a  positive 
image  about  you, 


3.  Be  credible.  Have  short,  to-the-point 
interviews  with  third  party  experts, 
editors,  media  reps,  and  leaders  in  the 
comic  book  industry  talking  about  you. 
This  lends  credibility  to  you  and  your 


4.  Publish  often.  Most  newsletters  come 
Others  as  frequent  as  weekly.  It  all 
doing  and  how  many  books  you  have 


end  of  the  horse  still  attached.  Your 

more  objectively,  like  articles  you’d  read 
in  a  newspaper.  Base  your  articles  on 
factual  info,  and  write  them  as  if  you 


i  approach.  A  better  headline 
would  be:  “Beau  Smith  writes  some  of 
the  best  selling  comics."  Well....  still 


a  few  tips  that  you 
might  wanna  follow  to  make  sure  that 
your  newsletter  is  read,  and  not  routed 
to  the  trash  or  delete  button.  Through 
design  and  content,  a  newsletter  needs 
to  capture  the  attention  of  potential 


1 .  Define  your  purpose  and  audience. 
You  already  know  your  product  (your 
comic,  you  as  a  creator),  so  you  need  to 


timetable,  and  balance  it  like  a  trick  seal 
with  a  beach  ball  on  his  nose.  Don’t  say 
how  often  you  are  going  to  do  it.  That 
way  if  things  really  pick  up  and  you 
want  to  increase  the  output,  you  can  do 
so  without  having  to  explain  anything.  I 

5.  Objectivity.  Although  a  newsletter  can 
be  an  excellent  vehicle  for  promoting 
you  and  your  work,  it  shouldn’t  read 


and  having  them  spelled  wrong, 
grammar  so  mangled  that  the  reader 
thinks  you’re  an  alien,  or  worse  -  so 

paid  to  change  the  keys  on  the  keyboard. 


ABSOLUTELY 


8.  You  can  judge  a  book  by  the  cover. 

Check  out  the  way  USA  Today  and  The 
Wall  Street  Journal  do  their  front  page. 
They  are  the  best  at  drawing  readers  i 


newsletter.  Few  photos  come  from  a 
developer  with  perfect  contrast,  color, 
and  brightness  levels.  If  you  scan  photos 


secret  is  to  not  do  too  little  or  too  much, 
the  table. 


of  the  publishers  you’ve 


Claris.  You  can  check  many  web  sites 


Growing  up  as  a  kid  in  the  60’s,  I 
remember  that  in  each  issue  of  Marvel 
Comics  they  had  the  Bullpen  Bulletins 


electronically  touch  them  up  before  you 
insert  them  into  the  layout.  Otherwise 
they  may  look  muddy,  and  most  of  that 


programs,  such  as  Adobe  Photoshop, 
allow  you  to  adjust  the  contrast,  color, 
and  brightness  levels  of  a  scanned  photo. 
Make  sure  you  check  out  some  of  the 
very  helpful  articles  on  Photoshop  that 
appear  in  back  issues  of  Sketch  Magazine. 

and  your  work.  It  doesn’t  matter  if  you 

should  always  have  as  many  illustrations 
as  you  can  in  your  newsletter.  Define 
what  you’re  pushing,  and  then  push  it! 
If  you’re  a  writer  then  you  might  wanna 
show  a  page  or  two  of  a  script  that  you’ve 

of  you.  Show  what  you  can  do.  The 


m 


ill'll 


SKETCH  MAGAZINE  •  BACK  ISSUES  •  CLUB  BLUE  MEMBERSHIP 


SUBSCRIBE  AND  SAVE!!! 


WWW.BLUELINEPRO.COM 
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ANNOUNCING  Sib  opening  ola  new  comic  . 
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■  Why  They 


1.  Gravity  wants  to  putt  mass  to  the  ground 

An  object's  center  of  mass  will  have  the  greatest  attraction  to  gravity.  When  the  object  moves  in  a  direction,  the 
attraction  that  gravity  has  to  the  object's  center  of  mass  will  move  in  the  direction  the  object  is  moving. 


5.  Remember!  The  figure  is  always  compensating  for  the  pull  of  gravity 
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Animation  Basics  101:  The  Bouncing  Ball 

by  Stephen  Steinbach 


Animating  a  bouncing  ball  is  one  of  the  most  popular  and  simple  exercises  you  can  do  to  help  you  learn  how  to  animate. 
Because  of  its  simplicity,  this  exercise  is  a  good  place  to  start  if  you  have  never  animated  before. 

The  bouncing  ball  covers  two  fundamental  principles  animation:  “squash  &  stretch”,  and  “arcs.” 

Before  we  understand  what  squash  and  stretch  is,  we  must  learn  some  basic  technical  information  about  animation  and  timing. 
2D  Animation,  for  the  most  part,  uses  a  frame  rate  of  24  frames  per  second.  In  other  words,  it  takes  24  drawings  for  1  second 
of  animation.  However,  you  can  reduce  your  drawing  count  from  24  to  1 2  if  you  shoot  each  drawing  twice  instead  of  once. 


Notice  that  the  ball  will  follow  a  basic  arc  (fig  1).  As  the  ball  picks  up  speed,  the  ball  becomes  more  elliptical.  As  the  ball 
noves  to  the  top  of  the  arc,  the  drawings  are  spaced  closer  and  the  ball  is  rounded.  Make  sure  that  the  basic  volume  of  the 


NOVEMDCC  24  0  2&.  2441 
HILTON  COLUMNS 
AT  EASTON  TOWN  EENTEft 
IN  <OLOlVieU$  OHIO! 


mvc  gibbons? 


KIM  OCMULOEft  *  CHAISTOPHEA  COLOEN 
ZENNifEft  3ANESKO  *  OWAYNE  MCOUfflE 
MONTE  M.  MOOftE  *  PATftKIA  MULVIHILL 
DAVE  NESTLEA  *  ALEX  SIMMONS 
3 AMES  WAAAEN  ♦  LEE  WEEKS! 


ftttAN  MICHAEL  &EN0I5 

TOO*  OCZACO  *  AON  CAANCV 
POOL  OCNKINS  *  OAVIO  MACK 
MIKE  AVON  OEMINC  *  CHA15  SPAOUSE 
mm  mottc*. 


Plus,  IN  HIS  ONLY  CONVENTION  APPEARANCE  ANYWHERE... 

30HN  eyftfIC! 


WATCH  FOR  MORS  GUEST  ANNOUNCEMENTS. . .  SOON.' 


NEW  FOR  2001 
LOOK  FOR  BEAUTIFUL. 
MORELS,  PIN-UP  ART 
ANP  MORE  IN... 

I  jt-rv 


FEATURING 
PLAYMATES 
JENNIFER  LAVOIE 
ANP 

COR/NNA  HARNEY! 


PISCOUNT  AIRFARE  AVAILABLE  FROM 
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level  Select  Fillet  View  Window  Help 


Digital  Coloring: 

Setting  Up  Your  Color  Palettes 
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NOW  EVERYONE 
CAN  BE  A  HERO. 

THE  LITTLE  WHITE  MOUSE  BENEFIT  PRINT 


in  response  to  the  World  Trade  Tower  tragedy 
ol  September  11th,  Paul  Sizer  will  be  ottering 
an  art  print  honoring  the  New  York  City 
firefighters  and  rescue  workers  who  lost 
their  lives.  The  money  generated  by  sales  of 
the  11"  x  17'  art  print  win  go  directly  to  The 
New  York  Fire  9-1 1  Disaster  Reliel  Fund,  a 

isplipf  QPituirp  that  nnnuirlps  financial  simnnnt 


"It's  certainly  easier  to  write 
about  having  boundless  hope  in 
a  comic  book  story  than  to 
actually  manifest  it  in  real  life..." 


